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WEBGL 试衣系统作为一种新型的 3D 试衣系统，给用户提供了更逼真的环
境及模型，为用户解决了服装尺寸是否适合的问题，及服装颜色是否合适用户肤
色的问题。更提供了多种娱乐选项，满足用户体验。 
本文详细叙述了基于 WEBGL 的 3D 试衣系统的诞生过程，它融合了



























With the development of e-commerce and modern information technology, 3D 
has gradually integrated into the daily life. It can't meet the demand of users, though 
varieties of fitting products are emerging in endlessly on the Internet. Research and 
develop the 3D virtual reality-oriented fitting room system has become the need of 
social development. 
As the project is a new kind of 3D fitting room system, it brings users a virtual 
emulational condition and model, also solve the problem of apparel sizing .And 
whether the color suits user’s complexion. What’s more, it offers entertainment 
choices for user experience. 
This article describes the progress of the birth of 3D fitting system based on 
WEBGL. This integrated with HTML5, JavaScript and Three.js library. Though some 
interfaces, data could transform and circulate between different interfaces. This work 
has achieved the goal of the 3D virtual reality-oriented fitting system. 
The main research work of this article may be divided into three parts. First, 
according to users requirements to define the system function and decide what 
technology to use to develop the system. Secondly, the progress of system designs. It 
includes page display layer in Web design, logic layer design, data interface and 
database design. Finally, is the progress of system implementation and testing. 
Especially the loading and deformation of the model through Three.js platform is the 
technical points of the article. Now our project has been able to do the most basic of 
human body deformation, change the fitting, and switch gender and skin color, and 
other functions.  
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乐性。之前的三维网页大豆依赖 Flash 来模拟。可以说 Flash 的出现极大丰富了
互联网的资源环境。当然，Flash 所提供的作品的仅仅是网页三维特效而已，是
艺术层面的东西。它无法提供给网站访问者一个真实的三维交互环境。所以，使
用 Flash 特效的网页还不能算是真正意义上的三维网页。 
本文所讲的三维网页也就指的是使用 Web 3D 技术的网页。众所周知，现在
































































































































































如图 1-1 试衣网截图： 
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